
Sega and Sega Saturn are trademarks of SEGA ENTERPRISES, LTD. © CAPCOM CO., LTD. 1994, 1995, 1996 
© CAPCOM U.S.A., INC. 1994, 1995, 1996 ALL RIGHTS RESERVED. NIGHT WARRIORS and DARKSTALKERS are 
trademarks of CAPCOM CO., LTD. CAPCOM is a registered trademark of CAPCOM CO., LTD. This game is licensed for use with the 
Sega Saturn system only. Security Program © SEGA 1994 All rights reserved. Unauthorized copying, reproduction, rental, public performance or 
broadcast of this game is a violation of applicable laws. The ratings icon is a registered trademark of the Interactive Digital Software Association. 
Manufactured and printed in the U.S.A. All rights reserved. 





OFFICIAL 


T-1208H 


LICENSED BY SEfifl 





A SPECIAL MESSAGE FROM CAPCOffi ENTERTAINMENT 

Thank you for selecting NIGHT WARRIORS: Darkstalkers' Revenge, CAPCOM's arcade 
sensation for the Sega Saturn. CAPCOM continues the tradition of high quality, action-packed 
games with this exact translation of the coin-operated thrillfest. 

We at CAPCOM ENTERTAINMENT are proud to bring you this exciting new addition to your 
video game library. 

• The Sega Saturn disc is intended for use exclusively with the Sega Saturn™ system. 

• Do not bend it, crush it, or submerge it in liquids. 

• Do not leave it in direct sunlight or near a radiator or other source of heat. 

• Be sure to take an occasional recess during extended play, to rest yourself and the Sega Saturn compact disc. 

• Keep your Sega Saturn compact disc clean. Always hold by the edges and keep it in its case when not 
in use. Clean with a lint-free, soft dry cloth-wiping in straight lines from center to edge. Never use 
solvents or abrasive cleaners. 

WARNING TO OWNERS OF PROJECTION TELEVISIONS: STILL PICTURES OR IMAGES MAY CAUSE PERMANENT PICTURI 
TUBE DAMAGE OR MARK THE PHOSPHOR OF THE CRT. AVOID REPEATED OR EXTENDED USE OF VIDEO GAMES ON 
LARGE-SCREEN PROJECTION TELEVISIONS. 

This product has been rated by the Entertainment Software Rating Board. For information about the ESRB rating, or to 
comment about the appropriateness of the rating, please contact the ESRB at ] -800-771 -3772. 

WARNING: READ BEFORE USING YOUR SEGA VIDEO GAME SYSTEM. 

A very small percentage of individuals may experience epileplic seizures when exposed to certain light patterns or flashing lights. Exposure lo cor Inin pul 
terns or backgrounds on a television screen or while playing video games may induce an epileplic seizure in these individuals. Certain condlllOnt may 
induce previously undetected epileptic symptoms even in persons who have no history of prior seizures or epilepsy. If you, or anyone in your Imnliy, inis an 
epileptic condition, consult your physician prior to playing. If you experienced any of the following symptoms while playing a video gnmo dl;/llln\s 
altered vision, eye or muscle twitches, loss of awareness, disorientation, any involuntary movement, or convulsions - IMMEDIATELY discontinue use mid roll 
suit your physician before resuming play. 


CAPCOM HINT LINE 

Hints are available: I -900-680-CLUE (1-900-680-2583) 

$.79 per minute for 24-hr. pre-recorded information 
$.99 per minute for live Game Counselor assistance 

Must be 1 8 years or older, or hove parentol permission. Gnme Counselors available Monday-Friday 8:30 n.m.-5:00 p.m. Pacific Standard time. Tltll him hi 
supports game produced by CAPCOM ENTERTAINMENT, INC. only. No hints will be given on our Consumer Service line. You must hove a touch-loan pliona in 
use this service. 

CAPCOM ON-LINE 

http:Wwww.capcom.com 

CompuServe: 76702.2710 @ compuserve.com 

Visit our website to see all the great new CAPCOM products! Or just e-mail us for help or to find out what's new al CAPCOM! 
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Game Set-Up 

Set up your Saturn game console according to 
the instructions in its Instruction Manual. 

Moke sure the power is off before 
inserting or removing a com- 
pact disc. Insert the MIGHT 
WARRIORS disc and close the 
CD door. Insert game con- 
trollers and turn on the 
Saturn game console. Follow the 
on-screen instructions to start a game. 

Note: Please disconnect your 6-player tap to ensure 
Night Warriors functions properly. 



Basic Controls 


BUTTON 

START BUTTON 


DIRECTIONAL BUTTON 


FUNCTION 

STARTS GAME 
PAUSES GAME 

JOINS IN FOR SECOND PLAYER 
BYPASS DEMO SEQUENCES 

SELECTS GAME MODE (See Title Screen) 
CHANGES SETTINGS (See Option Mode) 
MOVES CHARACTER 




Jump 


Backward Jump 


A 

_ Forward Jump 


Vs 

© 

'nX? 

Back Defense <^J 

H 


p> Forward 

Defensive Crouch 


■Q 

V 

Crouch 

^ Offensive Crouch 


Important Note: The diagram shows the Directional Button positions for a player fac- 
ing the right. The controls are reversed when facing the left. 
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Basic Controls CONT. 



GENERAL MOVES 


BLOCK/AIR BLOCK: Press Directional Button away from opponent. You can even 
block in mid-air. 


DASH: Press Directional Button twice in the same direction (left or right only). You 
can even dash backward with any character (Victor can only dash backward). 


GRAB/THROW: Press Directional Button toward opponent, then press Medium or 
Hard Punch or Medium or Hard Kick button (not available for Anakaris). 


RECOVERY /ESCAPE: You can 
recover from dizziness more 
quickly by pressing back and 
forth on the Directional Button 
and by pressing the attack but- 
tons rapidly. You can escape grab 
moves in this manner as well. 


PURSUIT: When your opponent 
falls, you can pursue and attack 
by pressing 4 on the Directional 
Button and any Kick button 
simultaneously. 


STAiOING UP: When you fall, 
you can distance yourself from 
your opponent before you get up. 
Press the Directional Button 4 or 
4 to perform this move. 


A New Battle for 
Night Supremacy! 


It was a devastating conflict. . .a fight that left 
nothing in its wake. 

It was a powerful conflict. . .a confrontation that 
summoned the ultimate being. 

It was a prolonged conflict. . .a battle that culmi- 
nated in a single victor. 

It was an unfinished conflict. . .a new fight ensues 
for flight Supremacy! 

Two new Darkstalkers materialize to extract 
revenge for their families, who perished at the 
hands of the Darkstalkers. Conjuring the powers 

of their ancestors, Donovan and Hsien-Ko have sworn destruction to those who stand 
in their way. Once again, the Darkstalkers are awakened to stand up to the chal- 
lenge. Only one can be victorious in this battle of the Night Warriors! 







Came Modes 

As you punch and kick your opponent, his/her Vitality Gauge will reduce depending 
on the extent of the attack. Try to defeat your opponent by completely knocking out 
his/her Vitality Gauge. 

There are 2 modes of play for Night Warriors. Each match is a best-of-three round 
battle. After a battle, the win/loss screen appears. Unless you turn off your Saturn, 
win/loss records for each player will be held. At the continue screen, press the START 
button before the time reaches zero in order to continue. To bypass the continue 
screen and end the game, press any button other than the START button. 

Refer to the descriptions below to determine which mode of play you want. 



ARCADE MODE 

This mode is the popular arcade mode, where you select a Night Warrior and fight 
your way through the other computer-controlled characters. It is a one-player game, 
but a second player can join in at any time. Press the START button on the opposite 
controller to join in. The character select screen will then appear. 

From the title screen, use the Directional Button to highlight this mode, then press the 
START button to select the mode. You will then see the character select screen. Use the 
Directional Button to select one of the game speed settings, then highlight a character 
and press START. Then select between AUTO or MANUAL blocking and press the START 
button to begin play. 

To adjust your button configuration during game play, press the START button to 
pause the qame. Then press the A button to bring up the config screen (see OPTION 
MODE, page 8). 


Came Modes CONT. 


V.S. MODI 

V.S. MODE is the classic 2-player contest. Use the Directional Button to highlight this 
mode from the title screen and press START to select it. You will then be presented with 
the character select screen. Use the Directional Button to highlight a character then 
press the START button to select the character. Next select the game speed and AUTO or 
MANUAL guard and press the START button to begin play. 

Once you have selected your character, the play- 
er handicap screen will appear. On the handicap 
screen, you can set the level of inherent skill for 
both players by pressing ◄■or ♦•on the 
Directional Button. The higher the skill level you 
set, the increased attack power and defensive 
power your character will have. 

You can also select a background stage for the fight by pressing f on the Directional 
Button first, then ♦ or ♦ to change the stage. Once you exit the handicap screen, you 
can change your button configuration before you begin the fight. Hold down the START 
button on either control pad when exiting from the handicap screen. Then use the 
Directional Button to highlight the attack, then press the button you want to perform 
that attack. Press START to begin playing the game. 

Auto Save-While playing VS. MODE, the high score, VS. results and option settings are 
automatically saved to the backup memory. You can erase this data by selecting "DATA 
RESET" from the Option Mode. 

High Score Timer 

Player 2 Vitality Gauge 


Player 2 Special Gauge 
Player 2 Special Move Stock 

Player 2 Wins Icon 







Option Mode 


To adjust the options in your game, from the NIGHT WARRIORS title screen, use the 
Directional Button to highlight OPTION MODE, then press the START button. Select 
an item by pressing f or 4 on the Directional Button, then change the item by 
pressing or on the Directional Button. Press the START button to return to the 
title screen. 



GAME DIFFICULTY 

There are 9 levels of difficulty available in Arcade Mode. As you increase the number 
of stars, the game becomes more difficult. 

TIME LIMIT 

You can play with or without a time limit. If you set the timer to off, an °° symbol 
will be displayed. 

TURBO SPEED 

This sets the game speed. As you increase the number of stars, the game plays faster. 

SHORTCUT 

If you select the SHORTCUT to "ON" the winning sequence and character select screen 
will be simplified. Loading time will be reduced. 

SCREEN SIZE 

You can switch the size of the gameplay screen between "Saturn" and "Arcade". 
Depending on the capabilities of your TV, some portion of the screen may not appear 
when set in "Arcade". 


Option Mode CONT. 


SOUND MODE 

Adjust the sound on your game for stereo or mono sound, depending on the capabili- 
ties of your sound system. 

DEFAULT 

Press the A, B and C buttons simultaneously to reset your options to the default set- 
tings. 

DATA RESET 

Press the A, B and C buttons simultaneously to delete all the auto-saved data. 

BUTTON CONFIGURATION 



Press A or C button to bring up the BUTTON CONFIG screen. You can assign the punch 
or kick functions to any of the X, Y, Z, A, B or C buttons. 

SP BUTTON-You can assign any button combination to the L and R buttons. Press L or 
R first, then press the button combination you want to assign. This feature makes it 
easy to execute ES and EX moves (see following section). 



Special Moves 


As you perform attack and special moves 
(whether or not they cause damage) or block 
your opponent's attacks the SPECIAL move 
gauge below your character's Vitality Gauge 
will begin to fill up. Once the gauge fills com- 
pletely, the "SPECIAL" sign will light up and 
be replaced with a number. This number indi- 
cates the level or number of SPECIAL moves 
you can perform (see Night Warriors, page 
1 1 ). For example, if your gauge becomes full, 
and the number changes from "2" to "3", 
you can now perform 3 SPECIAL moves before 
having to re-charge. SPECIAL moves are pow- 
erful moves that can be unleashed and do intense damage to your opponent. 

If you don't consume a level, you can continue to charge your SPECIAL move gauge 
and build up even more moves (limited stock available). Stocked moves can be used 
in a following round if you like, but do not carry over to a new match. 

ES Mows 

There are 2 types of SPECIAL moves. The first are called ES moves (Enhanced 
Special), which are enhanced versions of some of the special moves. When you have 
remaining stock in the SPECIAL gauge, enter the Directional Button command for the 
move, followed by 2 or more buttons simultaneously. For example, if the special 
move requires you to press a Punch button at the end of the move, you can execute 
the ES move by pressing 2 or more Punch buttons simultaneously instead of one. ES 
moves damage your opponent more than the original special move would and knock 
down your opponent. Not all special moves have ES moves. Look for the ES symbol 
listed next to the move (see Night Warriors, page 1 1 ). 

El Sieves 

EX moves (Extra Special) are extremely powerful moves that can be performed when 
you have stock built up in your SPECIAL move gauge. Each character has more than 
one of these EX moves (see Night Warriors, page 1 1 ). Experiment with different 
Directional Button motions and attack buttons to perform these EX moves. 



The Night Warriors 


The following is a description of each character and a short list of moves beyond the 
basic punches and kicks. The moves are described in this manner: 

The directions you need to press the Directional button to perform the move are 
described first (moves must be done in a smooth, quick motion). Following the 
move is the list of Punch or Kick buttons you must press to perform the move. The 
strength of the attack depends on which Punch or Kick button you press. The 
buttons must be pressed right as you reach the end of the Directional button 
motion. Timing is critical, so much practice and repetition is necessary for success. 

Note: The diagrams show the Directional Button motions for a character facing right. 
The controls are reversed when facing left. 






The Night Warriors CONT. 


DONOVAN BAINE 

Dark Hunter 
Birth Place: ? 

Birth Date: ? 

Height: 6 ft. 4 in. 

Weight: 216 lbs. 

An enigmatic man with a mysterious background 
(one that he never talks about), Donovan travels 
the world searching for and battling against the 
forces of darkness. Some have speculated that his 
family was destroyed by one or more of the Darkstalkers while others believe that he 
may be descended from one of them. Not even he knows the truth of his destiny or his 
curse. Whatever the reason, he is a cold, efficient fighting machine. . .one sworn to the 
destruction of the Darkstalkers. Although he normally travels alone, he has become the 
protector of a young girl who has been living in a state of near shock since the destruc- 
tion of her family at the hands of the Darkstalkers. He feels that this emotionless child 
may hold the key to his destiny. She has the power to detect the Darkstalkers, and now 
leads the Dark Hunter to them, wherever they are. 

Special Moves: 

Flame Sword ES 

+ any Punch button 

Lightning Sword ES 

+ any Punch button 

Blizzard Sword ES 

+ a ny Punch button 

Sword Grapple (when near opponent) - 
+ any Punch button 

Release Sword ES 

Press the same Punch and Kick button simultaneously 

(e.g., Hard Punch + Hard Kick) to release sword, then repeat to complete move 





EX Move #1: 

Spirit Crusher 

+ any Kick button 


The Night Warriors CONT. 


HSIii-KO 

Chinese Ghost 

Birth Place: China 
Birth Date: 1730 
Height: 6 ft. 

Weight: 95 lbs. 

Hsien-Ko and her sister were born in the 1700s, 
during one of China's more turbulent periods. 
While they were still young girls their mother 
was killed by one of the Darkstalkers (probably 
Demitri). Not knowing of the evil that had taken 
their mother, the girls set off to find out what happened only to fall themselves to the 
forces of darkness. As they breathed their last breath, they each made a vow: one to 
free (or avenge) the spirit of their mother; the other to avenge themselves against 
the powers of the night by destroying the Darkstalkers. Although they have yet to 
realize it, they are rapidly becoming exactly what they swore to destroy! They now 
race against time to complete their tasks before their numanity drains out completely. 



Special Moves: 

Dark Artillery ES 

+ any Punch button 

Phantom Reverb ES 

+ any Punch button 

Cyclone Blade Dance ES 

+ any Punch button 

Spectral Slicer (when near opponent) 
+ any Punch button 

EX Move #1: 

Ground Ghost Blade 

-*#♦**• + any 2 Kick buttons 
simultaneously 
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Vampire 

DEMITRI MAXIMOFF 

Prince of Darkness 

Birth Place: Romania 
Birth Date: 1483 
Height: 6 ft. 5 in. 

Weight: 223 lbs. 

Demitri has called together the Darkstalkers to 
prove he is still lord of the night. Even after 500 
years, his fighting skills have not dulled, and he 
is up to any new challenge. 


The Vampire is a good, standard character. His normal moves are powerful and use- 
ful. Utilize his Jumping and Standing Hard Punches. Be careful, though, as these 
attacks are ineffective against J. Talbain and Morrigan. 
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Special Moves: 

SJeSIlire ES 

+ any Punch button 

hit Hellfire ES 

Jump, then perform Hellfire 

Spinning Uppercut ES 
*■'#'* + any Punch button 

Dashing Uppercut ES 
Dash, then perform Spinning Uppercut 

Fallen Angel ES 

♦<*•4+ any Kick button 

Stake Throw (when near opponent) - 

Press the Directional Button in a 360 degree motion, then press Medium or Hard Punch buttons 
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EX Sieve #1: 

Midnight Fury 

f+H + any 2 Punch buttons simultaneously 


The Night Warriors CONT. 



Werewolf 

JOH TALK AIM 

Whirlwind Wolfman 


Birth Place: England 
Birth Date: 1940 
Height: 6 ft. 1 in. 

Weight: 154 lbs. 

Jon inherited the family curse of lycanthropy 
early in his life. At first he sought an escape 
from his curse but now has come to accept what 
he is. 


The Werewolf does not have many Special moves but he is very agile. His range for 
attacks is half the other characters, yet his throws have nearly the same range as the 
other characters. It will take much practice to master the Werewolf. 



Special Stoves: 

Luna's Hammer 
♦ + any Punch button 

Diagonal Luna's Hammer ES 
+■** + any Punch button 

Jumping Luna's Hammer ES 
Jump, then *+% + any Punch button 

Nunchaku Flail 

+ any Punch button 

Blaze Kick 
■f’-# + any Kick button 

Roll Throw (when near opponent) 

#■<1 Medium or Hard Kick button 

EX Move #1: 


Beast Cannon 

+ any 2 Punch buttons simultaneously 


The Night Warriors CONT. 


Frankenstein 

VICTOR von GEiDliHEIH 

Crusher Corpse 

Birth Place: Germany 
Birth Date: 1830 
Height: 8 ft. 1 in. 

Weight: 507 lbs. 

Victor is the creation of the mad doctor von 
Gerdenheim. While his creator is long gone, 

Victor still struggles to find his place in the world. 

He is slow, yet very powerful. His throws have long range, and are the most powerful. 
Some of his moves can be made more powerful or have additional range by pressing 
the buttons longer. His Special moves can neutralize projectiles. 

Special Moves: 

Whirlwind Punch ES 
fit-* + any Punch button 

Von Stomp ES 

fit-* + any Kick button 

Rush Punch ES 

Hold ■* for 2 seconds, 
then *■ + any Punch button 

Rush Kick ES 

Hold ■* for 2 seconds, then *■ + any Kick button 

Power Bolt Threw (when near opponent) — 

Press Directional button in a 
360 degree motion, then press any Punch button 


EX Move #1: 

ThunderStrike 

Press and hold f for 2 seconds, then 
press 4 + any 2 Punch buttons simultaneously 






The Night Warriors CONT . 

Zombie 

LORD RAPTOR 

Rocker of Death 

Birth Place: Australia 
Birth Date: 1889 
Height: 5 ft. 10 in. 

Weight: 86 lbs. 




Special Moves: 

Helicopter ES 

flt-*+ any Kick button 

Death Dance ES 

44+ any Kick button 

Coffin Maker (when near opponent) ES 

+-H+0++ an y Punch button 

Hell's Gate 

<M*4%^+ any Kick button 


EX Move #1: 


Evil Scream 

*■■* + any 2 Punch buttons simultaneously 


Lord Raptor is an aristocrat who believes 
he should bear the title of "Lord of the 
Night." Although born during the Victoria 
age, he finds modern speed metal music 
more to his liking. 


He has a long reach with his self-contained weapons, such as his chainsaw legs. 
He is effective against opponents that jump at him, but you must be quick to pull 
off the attack. 


The Night Warriors CONT. 




Special Moves: 

Fire Bat ES 

+ any Punch button 

Diagonal Fire Bat ES 
Jump, then any Punch button 

Shadow Blade ES 

■►■f S4 + any Punch button 

Hell Ride (when near opponent) ES 
+ any Punch button 


El Sieve #1: 

The Drill 

+W0+ + any Kick button 


Succubus 


MOIW1GAM AENSLAED 

Queen of the Night 


Birth Place: Scotland 


Birth Date: 1678 


Height: 5 ft. 7 in. 
Weight: 128 lbs. 


Morrigan takes her last name from an ancient queen of Scotland. She is known as a 
temptress, and a mistress of the night. She wishes to become "Queen of the Night." 

The Succubus has the ability to perform combination attacks very quickly. Her stand- 
ing Medium Punch and standing Hard Kick are most potent. She can also get behind 
an opponent and attack before they can block using her diagonal dash ability. 
Morrigan is a solid fighter for novice players. 


The Night Warriors 
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Mummy 

ANAKARIS 

Pharaoh from the Crypt 


Sy Birth Place: Egypt 


: Birth Date: 2664 BC 


IJ; 


Height: 8 ft. 9 in. 
eight: 18 oz.-l 21 2 lbs. (variable) 


wUM, - 1 ^ 

Anakaris was once the greatest warrior Pharoah, 
and now nearly 5,000 years later he intends to prove that he is still the greatest 
warrior in existence. 


The mummy is very slow, but has some dazzling attacks. His crouching hard punch is 
effective against air attacks, and is useful when getting up or countering trap moves. 
One of his Special moves can curse an opponent and neutralize him or her for a 



certain amount of time. 


Special Moves: 

Sarcophagus Slam ES 

Press the same Punch and Kick button simultaneously 
(e.g.. Hard Punch + Hard Kick). Distance is determined by which buttons are used 


Pharoah's Curse ES 

While in air, + any Punch button 

Long Snake ES 

*#"►+ any Punch button 

Grand Wrap ES 

any Punch button. Distance 
is determined by which button is used 

The Void (catches projectiles) 
any Kick button 

Retribution (after successful Void) 
***•+ any Kick button 

EX Move #1: 

Hell Hale 



any 2 Kick buttons simultaneously 
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Felicia is an exotic battle dancer. The 
prove her strength to all. 


Cat Woman 

FELICIA 

Teen Feline Dreamer 

Birth Place: Las Vegas 
Birth Date: 1967 
Height: 5 ft. 6 in. 

Weight: 128 lbs. 

youngest of the Darkstalkers, she intends to 


She uses her cat claws very well, and if is her best and strongest weapon. The cat 
woman is a balanced fighter, yet tends to be wide open to attack after she executes 
her Special moves. Be careful! 


Special Moves: 

Rolling Slash ES 


4*4* + any Punch button twice 

Roiling Smash ES 

4*4 + any Punch button, then press any Punch button repeatedly 

Litferbox Kick ES 

4*4 + any Kick button 

lunge Kick ES — — 

44*+ any Kick button 

Scratching Post (when near opponent) ES 
4*4*4 + Medium or Hard Kick button 

EX Sieve #1: 

Rolling Fury 


44* + any 2 Punch buttons simultaneously 
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Samurai 

BISHAMON 

Accursed Warrior 


Height: 6 ft. 2 in. 

Weight: 132 lbs. 

Bishamon was charged with protecting his land 
and his people. To do so he donned a forbidden 
suit of armor and a cursed sword. Because of these forbidden items, he has never rest- 
ed from his duty. He has a noble heart, however, and still defends his honor. 


Birth Place: Japan 
Birth Date: 1673 


Special Moves: 

Long Spirit Strike ES 

Hold -4 for 2 seconds, then 4 + any Punch button 

Low Spirit Strike ES 

Hold -4 for 2 seconds, then 4 + any Kick button 

The Impaler ES 

4*4*4 + any Punch button 

The Retriever (when Impaler connects) 

4+ any Punch button 

The Divider (when Impaler connects) 

4*4 + any Punch button 

Upper Slash (when near opponent) ES 

Press Directional Button in 360 degree motion, 
then press any Punch button 

Upper Slash (as a reversal) ES 

44*+ any Punch button 

Spirit Hold ES 

Jump vertically, then 4*4 + any Punch button 

EX ifieve #1: 

Bushido Crush 

4*4*4 + any 2 Punch buttons simultaneously 
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Merman 

RIKUO 

Hero of the Sea 


Birth Place: Brazil 
Birth Date: 1953 
Height: 6 ft. 

Weight: 137 lbs. 

Believed to be the last of his aquatic race, Rikuc 
searches the world for news of others of his kind. 


Rikuo is very agile and has a long attack reach. 
He is very effective in ground attacks with his kicks. Try using his "Sonic" to get the 
opponent to jump over, then return with a dose of "Swamp Gas." 


Special Moves: 

Souk ES 

+ any Punch button 

Swamp Gas ES 

+ any Kick button 

Jumping Drill ES 

Dash backward, then press any Kick button 

Dorsal Saw ES 

-+■►+ any Punch button 

Crystal Lancer (when near opponent) ES 
Medium or Hard Punch button 

Frenzy (when near opponent) ES - 
-♦stf 1 #*- + Medium or Hard Kick button 

II Move #1: 

Sea Rage - 


+ any 2 Punch buttons simultaneously 
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Leader of an ancient race of snow people, 
world aware of his people. 


Bigfoot 

SASQUATCH 

Snow Hulk 

Birth Place: British Columbia, CANADA 
Birth Date: 1903 
Height: 5 ft. 5 in. 

Weight: 397 lbs. 

Sasquafch has decided to make the outside 


His light punch can stop an opponent's dash attack. His Vortex Kick is effective against 
air attacks, and his dash attack is ruthless. Command the power of ice with the fortress 
and the blast. The blast, particularly, works well as it freezes an opponent and renders 
them immobile for a short period of time. 


Special Slaves: 

Frost Blast ES 

+ ony Punch button 

Vortex Kick ES 

+ any Kick button 

Ice Fortress ES 

t f + any Punch button 

Big Cyclone ES 

any Kick button 

Big Swing (when near opponent) ES 

Press the Directional button in a 360 degree 
motion, then press the Medium or Hard Kick button 

Big Brunch (when near opponent) ES 
any Punch button 

II flow #1: 

White Out 

•+M+ H&+ any 2 Punch buttons simultaneously 
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Robot 

HUITZDEL 

Phobos 


Birth Place: Mexico 
Birth Date: 520 AD 
Height: 7 ft. 3 in. 
2.27 tons 


Constructed to be the ultimate guardian, Huitzil 
has been programmed by the ancient Mayan 
people to protect Central America from great evil, and from any other outside threat. 
Utilize his "Plasma Beam," which comes from 2 different heights. His missiles explode 
for awhile, so build your attack with this arsenal! 


Special Moves: 
Plasma Beam — 


♦**•+ Light Punch =low Plasma Beam 

+ Medium Punch =normal Plasma Beam 
+ Hard Punch =upper Plasma Beam 
+ any 2 Punch buttons simultaneously =enhanced Plasma Beam 

Missile Launcher 


Light Kick =near Missile Launch 
+ Medium Kick =normal Missile Launch 




+ Hard Kick =far Missile Launch 

+ any tt Kick buttons simultaneously =enhanced Missile Launch 

Circuit Scrapper (when near opponent) ES — 

+ Medium or Hard Punch button 

Genocide Falcon ES 

+ any Punch button 


El Sieve #1: 

Final Zapper 

% + any 2 Kick buttons simultaneously 
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Birth Place: Planet Hellstorm 
Birth Date: 1991 
Height: ? 

Weight: ? 

Pyron is the supreme overlord of his world. He is a 
being composed of almost pure energy that can 
take solid form. Being a totally unnatural creature, 
he feels that he should be the lord of the Darkstalkers. 


Alien 

PYROl 


Special Moves: 

Soul Smasher ES 

any Punch button 

Air Soul Smasher ES 
Jump, then any Punch button 

Zodiac Fire ES 

+ any Punch button 

Orbital Blaze ES 

Jump, then f &+ + any Kick button 

lirraimg Planet (when near opponent) ES 
+ Medium Punch or Hard Punch button 

Galactic Voyage 

■+♦*+ any Punch or Kick button 

EJ(*®ve#1: 

Cosmic Disruption 

+*■*%++ any 2 Punch buttons simultaneously 
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GUARD REVERSALS 

While blocking an opponent's attack, you can perform quick counterattack moves 
known as Guard Reversals. These moves knock your opponent out of his or her attack 
movement and immediately put you on the offensive. Each character has a different 
Special move that is performed when you successfully execute a Guard Reversal. The 
following list shows each character's Guard Reversal move. Refer to the Might Warriors 
section of this manual for more on how to perform these moves. 



DOIOVAN 

Flame Sword 

HSIEN-KO 

Phantom Reverb 

DEMUR! 

Spinning Uppercut 

j. mimm 

Diagonal Luna Hammer 

VICTOR 

Von Stomp 

LOIS RAPTOR 

Helicopter 

M0RRI6AN 

Shadow Blade 

FELICIA 

Litterbox Kick 

BISHAMON 

Upper Slash (reversal) 

RIKUO 

Sonic 

SASQUATCH 

Vortex Kick 

HUITZIL 

Farce Field [+■+%+ ony Punch button) 


Note: ANAKARIS does not have a Guard Reversal. 


Strategy Notes 


TRATEGY NOTES CONT. 





90-Day Limited Warranty 

CAPCOM ENTERTAINMENT, INC. ("CAPCOM") warrants to the original consumer that 
this Saturn CD-ROM ("CD-ROM") from CAPCOM shall be free from defects in material 
and workmanship for a period of 90 days from date of purchase. If a defect covered 
by this warranty occurs during this 90-day warranty period, CAPCOM will repair or 
replace the CD-ROM, at its option, free of charge. 

To receive this warranty service: 

1. Notify the CAPCOM Consumer Service Department of the problem requiring war- 
ranty service by calling (408) 774-0400. Our Consumer Service Department is in 
operation from 8:30 a.m. to 5:00 p.m. Pacific Time, Monday through Friday. 

2- If the CAPCOM service technician is unable to solve the problem by phone, he/she 
will provide you with a Return Merchandise Authorization number. Simply record this 
numbci on the outside of your shipping package, and return the entire CD-ROM 
height prepaid at your own risk or damage. Please include your sales slip or similar 
proof el -purchase within the 90-day warranty period to: 

(Al’COM ENTERTAINMENT, INC. 

( onsumor Service Department 
4/S Oakmoad Parkway 
Sunnyvale, CA 94086 

llir. wm i inily ‘.trail iiol upply if the CD-ROM has been damaged by negligence, accident, unreasonable use, modifica- 
llnii, liiiii|iniln|| or by oilier causes unrelated to the defective materials or workmanship. 

HI PAIRS AFTER EXPIRATION OF WARRANTY: 

II lira ( 1) RDM dovolops a problem after the 90-day warranty period, you may contact the CAPCOM Consumer Service 
Duptiilitionl ill Ilia phone number noted previously. If the CAPCOM service technician is unable to solve the problem by 
plimm, ho/slio may provide you with a Return Merchandise Authorization number. You may then record this number 
on lira miWiln of your shipping package and return the defective CD-ROM freight prepaid at your own risk of damage 
lo ( API IIM, unclosing a check or money for $1 5.00 payable to CAPCOM. CAPCOM will at its option, subject to the con- 
dlllora. iilwvo, ropalr lire CD-ROM or replace it with a new or repaired one. If replacement CD-ROMs are not available, 
lira ilnlncllvii pioducl will be returned to you and the SI 5.00 payment refunded. 

WARRANTY LIMITATIONS: 

ANY Al’Pl ICABI.E IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A 
PARTICULAR PURPOSE, ARE HEREBY LIMITED TO NINETY (90) DAYS FROM THE DATE OF PURCHASE AND ARE SUBJECT 
10 1111 CONDITIONS SET FORTH HEREIN. IN NO EVENT SHALL CAPCOM BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL 
DAMAGI S RESULTING FROM THE BREACH OF ANY EXPRESS OR IMPLIED WARRANTIES. 

lira piovlslolts of this warranty are valid in the United States and Canada only. Some states and provinces do not allow 
llmllallnns on how long an implied warranty lasts or exclusions of consequential or incidental damages, so the above 
limitations and exclusions may not apply to you. This warranty gives you specific legal rights, and you moy have other 
lights which vary from stale lo stcito or province to province. 


fr.niiii., it \ Non. 4,442,486/4,454,594/4,462,070/5,371,792; Europo No. 80244; Canada No. 1,183,276/1,082,351; Hong Kong No. 88- 
4:i(U. Ommnny No. 2,609,826; Singapore No. 88-155; U.K. No. 1 ,535,999; France No. 1,607,029; Japan No. 1,632,396 


